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ABSTRAK

Media pembelajaran ialah penggunaan objek yang bermanfaat untuk
mempermudah penyampaian materi pembelajaran agar mempermudah pencapaian
tujuan pembelajaran. Persoalan dalam sudut pandang pendidikan yakni rendahnya
kualitas pendidikan. Agar meningkatkan kualitas pendidikan memerlukan berbagai
upaya. Salah satu upaya tersebut melalui penggunaan media pembelajaran. Media
pembelajaran yang menarik perhatian siswa pada kegiatan belajar mengajar akan lebih
merangsang kegiatan belajar siswa, salah satu media tersebut yakni media permainan.
Media permainan pola bintang ialah media permainan yang diterapkan.

Jenis metode penelitian eksperimen penggunaan desain pre-experimental desaigns
berbentuk one-group pretest-posttest desaign. One-group pretest-posttest desaign ada
pretest sebelum memberi tindakan maka dapat diketahui hasil tindakan lebih tepat,
dikarenakan bisa memberi perbandingan keadaan sebelum memberi perlakuan.
Observasi, tes, dan dokumentasi ialah teknik mengmpukan data. Rumus Uji t ialah
teknis menganalisis data.

Hasil penelitian pengujian hipotesis melalui penggunaan uji t didapatkan
perbedaan yang signifikan antara sebelum dan sesudah menggunakan media permainan
pola bintang. Didapatkan melalui perhitungan uji t menunjukkan sebelum diterapkan
media permainan pola bintang kategori tinggi nilai 60 ke atas 7 orang (23 %), sedang
nilai 40 s/d 60 21 orang (70 %), dan rendah nilai 40 ke bawah 2 orang (7 %). Setelah
diterapkan media permainan pola bintang kategori tinggi nilai 94 ke atas 5 orang (17
%), sedang nilai 78 s/d 94 21 orang (70 %), dan rendah nilai 78 ke bawah 4 orang (13
%).

Keywords: Media Permainan, Pemahaman, Agama
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ABSTRACT

Learning media is the use of useful objects to facilitate the delivery of learning
material in order to facilitate the achievement of learning objectives. The problem from
an educational perspective is the low quality of education. In order to improve the
quality of education requires various efforts. One of these efforts is through the use of
instructional media. Learning media that attract students' attention to teaching and
learning activities will further stimulate student learning activities, one of the media is
game media. Star pattern game media is a game media that is applied.

This type of experimental research method uses desaign pre-experimental design
in the form of one-group pretest-posttest desaign. One-group pretest-posttest desaign,
there is a pretest before giving action so it can be seen that the results of the action are
more precise, because it can provide a comparison of the situation before giving
treatment. Observation, testing, and documentation are techniques for collecting data.
The t test formula is a technical analysis of data.

The results of research testing the hypothesis through the use of the t test found a
significant difference between before and after using the star pattern game media.
Obtained through the calculation of the t test shows that before the application of the
high-category star pattern game media, the value of 60 and above is 7 people (23%),
while the value is 40 to 60 21 people (70%), and the low score is 40 and under 2 people
(7%). After applying the star pattern game media with high categories, the scores were
94 and above 5 people (17%), while the scores were 78 to 94 for 21 people (70%), and
low scores were 78 and below 4 people (13%).

Keywords: Game Media, Understanding, religion
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